Abstract-This study has a purpose to investigate the adoption of online games technologies among adolescents and their behavior in playing online games. The findings showed that half of them had experience ten months or less in playing online games with ten hours or less for each time playing per week. 
INTRODUCTION
Online games are multiplayer games that can be played in computers and mobile devices and can enable users to fantasize and be entertained, experience-oriented. Online games are categorized as entertainment-oriented and Internetbased information technology [1] and the most players of online games are adolescents. They are differed from children and adult in their physic, cognitive, emotional, and social life that grow rapidly. Poole & Peyton [2] divide adolescents into two distinctive periods that are early (10) (11) (12) (13) (14) and late (15) (16) (17) (18) (19) adolescent. Capabilities and needs of them are differed from children and adult.
Reference [3] conducted study on difference motivation of online game player and mentioned that playing games are a sociable activity, a spent of time, a helping to develop useful skills, an interesting, a worthwhile activity, an enjoyable activity, a lonely activity, a valuable activity, and excitement.
This study is a development from the main research [4] by the author. The main research investigated the adoption of online games technologies in Indonesia and used the respondents in high school, college, and master degree in the age range of [12] [13] [14] [15] [16] [17] [18] [19] [20] [21] [22] [23] [24] [25] [26] . In this study, the respondents are adolescent and adult. Because of the interesting findings of the main research, the author needs to conduct a new study in factors influencing the adoption of online game technology among adolescents and their behavior in playing online game using a part of data in the age range of 12-17 years and the model developed by the main research.
Many factors influenced on behavioral intention to play online games in adoption of online game technology from previous related studies. The main factors came from information technology, psychology, and economy science including performance expectancy, effort expectancy, social influence, facilitating condition, and the hedonic motivation: perceived enjoyment and flow experience. The two last factors are the interesting factors for adoption of online games technology research because online games are technology for entertainment purpose. This study has a purpose to examine the antecedents of the adoption of online games technologies among adolescents through investigating behavioral intention to play online game. Through collecting data, such as the profile of respondent and analyzing the variables that affect the adoption of online games technologies, the prediction of human factors that affect an individual's intention to adopt online gaming technologies can be reached and the adolescent behavior in playing online games can be investigated. To achieve these goals, the study address two research questions, "How is adolescent behavior in playing online games?" and "What factors are influencing the adoption of online game technologies among adolescents".
II. PREVIOUS STUDIES AND HYPOTHESES
This study uses theoretical model developed by [4] to examine factors predicted to be antecedents of the adoption technology of online games among adolescents. The model was developed by extending the Unified Theory of Acceptance and Use of Technology (UTAUT) model by [5] , with two variables Perceived Enjoyment and Flow Experience which are searched from previous studies of online games.
The related previous studies of online games employed the Technology Adoption Model (TAM) by [6] , the Theory of Planned Behavior (TPB) by [7] , Combining-TAM-TPB, and UTAUT model to examine the antecedent of the adoption technology of online games among online game players. Through the investigation of the previous studies, two variables Perceived Enjoyment and Flow Experience which have a strong impact on behavioral intention to play online games were added to the UTAUT model to propose new model. This study adopted theoretical model from the main research [4] that employs six hypotheses as shown in Table I . Fig. 1 shows the theoretical model used in the study. Behavioral intention was the dependent variable in most of studies of adoption technology. Reference [1] defined Behavioral intention as the extent to which the user intends to play online games in the future. Flow experience was defined as the holistic experience that people feel when they act with total involvement [1] , [8] , [9] . Meanwhile, Perceived Enjoyment was defined as the extent to which an individual perceives that playing online games is enjoyable [10] .
In the previous studies of online gaming, Flow Experience and Perceived Enjoyment were two variables that had significant relation to Behavioral intentions as in [1] , [8] , [9] , [10] , [11] , [12] , [13] , and [14] . The other study on adoption technology as in [15] had the same result about these relations.
Performance Expectancy was defined as the degree to which an individual believes that using the system will help them to attain personal gains [5] . Reference [5] also defined Effort Expectancy as the degree of ease associated with the use of the system. The variables, Perceived Usefulness (Performance Expectancy) and Perceived Ease of Use (Effort Expectancy) had direct effect on Attitude as stated in [6] . The studies conducted by [1] and [8] tried to link Perceived Usefulness to behavioral intention where the direct effect was not significant. When Attitude was removed from the model as stated in [9] , Perceived Usefulness and Perceived Ease of Use had direct effect on Behavioral Intention. Otherwise, Attitude had strong effect on Behavioral Intention while Perceived Usefulness and Perceived Ease of Use was removed from the model. These findings were in accordance with Venkatesh [5] that proposed UTAUT model without attitude. Attitude had been covered by Performance Expectancy and Effort Expectancy.
Reference [5] defined Social Influence and Facilitating Conditions as the degree to which an individual perceives that other important people believe that they should use the system and the degree to which an individual believes that an organizational and technical infrastructure exists to support the use of the system respectively.
Social influence had strong relation to user's intention to play online games as in [1] , [8] , [9] , and [10] . Facilitating conditions also had direct relation on user's intention to play online games as in [8] . 
III. METHOD
The study analyzed 366 respondents in age range of 12-17 years out of 895 in the main research [4] that had passed the testing by a pilot study and some errors filtering. From 366 data, seven (7) data were removed from the sample because of out-of-range values in education variables. Consequently, the final sample size was 359 and it sufficiently satisfied the minimum sample size as in [16] .
The data was analyzed with SPSS software to get profile and characteristics of respondents and with SEM Amos to examine the theoretical model and to get antecedents of adoption of online games technologies. The profile and characteristics that figured behavior of adolescents in this study were the practice and experience in playing online games.
IV. DATA ANALYSIS

A. Descriptive Data Analysis
The analysis of the data from the response of questions in the questionnaire was designed to produce: a profile of the respondents; the type of games, the technologies used, and the location; the number and duration of game sessions; the frequency and experience in playing online games; and the correlation among the profile of respondent variables and variables in theoretical model. This analysis is expected to reveal the behavior of adolescents in playing online games.
Profile of respondents regarding to age, education level, and gender are shown in Table II , III, and IV respectively. Most of them are female (61 percent), currently enrolled at senior high school (66 percent), and in the age of 17 years (40 percent). The technologies used, location, and types of game in playing games are shown in Table V , VI, and VII respectively. Most of respondents used mobile phone/tablet (67 percent) in playing online games; they were more comfortable in home/friend home (91 percent) when playing online games; and they were more often playing alone (46 percent). It is seen on Table VIII, Line Get Rich and Clash of Clans were the most popular recently played online games played by 60 and 59 participants respectively. * Popular games were defined as those that were identified by at least 10 participants as a game that they had played recently.
The behavior regarding to the number and duration of game sessions are shown in Table IX and X respectively. In Table IX , half of respondents (54 percent) played up to 5 times each week and almost one-third (30 percent) played 10 or more times per week. In Table X , two hours or less were most playing sessions (66 percent) and the extreme session for playing (5 hours or more) was done by 11 percent. The number of hours spent playing games each week and the months of experience in playing games are shown in Tables XI and XII respectively. In Table XI , half of the respondents (54 percent) played for 10 hours or less per week. One-quarter (27 percent) played for 6 to 10 hours per week and the other 27 percent played 1 to 5 hours per week. In Table XII , half of respondents (50 percent) experienced 10 months or less and 40 percent experienced 17 months or more.
The differences between the mean values of variables for males and females are shown in Table XIII . It is seen that for two variables Flow Experience and Social influence, there were no significant difference between the mean value for males and females (p < 0.05). The other variables show that there were significant difference between them with the mean for males was significantly greater than the mean for females [17] .
From the Table XIV, it is seen there are significant correlation (p < 0.05) among the profile variables naming Education Level (EDU), Number of Times Games Are Played Each Week (T), Number of Hour Each Time Games Are Played (H), and Number of Hour per Week Playing Games (H/W). All of the profile variables also have significant correlation (p < 0.05) to Age (A) and Experience (E). 
B. Statistically Model Analysis
The analysis of the model used AMOS software and the results of the SEM analysis are shown in Fig. 2 . The results are the direct causal effect and it was presented in two formats. Firstly, the unstandardized effect and the statistical significant of the unstandardized effect in series using *, **, and *** to show statistical significance at a level of 0.05, 0.01, and 0.001, severally. Otherwise, NS was used to show no statistically significant at a level of 0.05 or less. Secondly, the number in parentheses present the standardized effect and an interpretation of the magnitude of its, the magnitude as described by [18] is Small (S) when it is less than 0.1 and Medium (M) while it is 0.1 to less than 0.5.
The result in Fig. 2 
It is clear that only hypotheses H3 and H6 are fully supported, meaning there were a statistically significant direct causal effect at a level of 0.05 or less between the two independent variables and Behavioral Intention as in the result in Fig.2 and the two variables had also a statistically significant correlation (p < 0.05) as in the result in Table VI . The other hypotheses (H1, H2, H4, and H5) are partially supported, meaning there was a statistically significant correlation (p < 0.05) between the four independent variables and Behavioral Intention although the variables had no statistically significant direct causal effect at a level of 0.05 or less. Table XVI is recommended by [17] to assess the fit of the theoretical model and their interpretations. From Table XV and XVI, the values of the fit statistics for analysis of the theoretical model and the results have very satisfactory fit statistics. 
V. FINDINGS AND DISCUSSION
A. Adolescent Behavior in Playing Online game
The analysis of data in this study shows that EDU and Age had sufficient negative correlation to Experience and a spent of time in playing online games (T, H, and H/W). It means that early adolescent in junior high school consumed more time and had more experience in playing online games than late adolescent in senior high school.
It is quite surprisingly that a spent of time in playing online games had significant positive correlation to all variables in theoretical model except to Social Influence. It means that the more time the adolescent playing online games, the more they will: involve in gaming; find more enjoyable in gaming; have a stronger belief that using gaming systems will help them to attain personal gains; find easier to use the gaming systems; have a stronger belief that there is organizational and technical infrastructure to support use of gaming systems; and have a stronger intention to use gaming systems in the future.
Comparing to late adolescent, the early one is: more experienced in gaming; more time consuming in playing game; more involved in gaming; more enjoyable in gaming; stronger belief that using gaming systems will help them to attain personal gains; easier to use the gaming systems; and stronger belief that there is organizational and technical infrastructure to support the use of gaming systems.
Comparing to adolescent females, the males are: more experienced in gaming; more time consuming in playing game; more enjoyable in gaming; stronger belief that using gaming systems will help them to attain personal gains; easier to use the gaming systems; stronger belief that there is organizational and technical infrastructure to support the use of gaming systems; and stronger intention to use gaming systems in the future.
Online game users especially adolescent can draw the benefits from the results of the study. They can use the findings regarding to their behaviors in playing online games to better adjust their time for playing games, keep doing their study, and keep having social interaction with others.
B. The antecedent of Adoption of Online Game Technology among Adolescent
From the analysis of theoretical model, it is indicated that all of dependent variables have significant correlation to Behavioral Intention. The findings are accordance to the results of the previous studies, although not all of dependent variables have statistically direct effect to Behavioral Intention. From the descriptive data analysis, it is also indicated that Experience (E) and a spent of time of adolescent playing online games (T, H, and H/W) have significant correlation to Behavioral Intention.
C. Implications and Future Research
From theoretical perspective the research findings confirmed the previous studies in online games. The adolescent behavior in playing online games is not reported in previous studies and it reveals new findings in this study.
Practical implications of findings are relevant to government, parents, teachers, and groups of people who have interest on factors that influence the adolescent's intention to play online games and their behavior. The group who has interest to enhance adoption of online games technologies among adolescents must: preserve factors having strong influence to their intention, Performance Expectancy and Facilitating Conditions; enhance factors naming Flow Experience, Perceived Enjoyment, Effort Expectancy, and Social Influence; and engage the their behavior regard to play online games.
Regarding to differences behaviors in playing online games among adolescents, their intention to play online games may be enhanced to female and late adolescent. The adoption can also be enhanced through; supporting them in longer playing games and enhancing their experience. Decreasing their intention to play online games can be considered through the opposite actions to those proposed. This study explores the adolescent's behavior regarding to play online games through examining factors which influences their intention in playing online games in the future. This study implies weak external validity regard to the first study of online games conducted in Indonesia. The repeating studies will be required to enhance the validity of the study.
The future research may expand other behavioral factors naming habit and hedonic motivation stated in UTAUT2 model by [19] . Social Influence and Flow Experience, weak factors in this study, may be investigated in further research to get comparable result with this study.
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